The judges for Game Chef 2014 were Lillian Cohen-Moore, Jonathan Walton, Feiya Cook, and Avery Mcdaldno. This is the feedback they have for Rangers Upon the Wild. Each entry received (anonymized) feedback from 2-4 of the judges.

Positive Feedback
-----------------
The ability for anyone playing to add a quest for others to enjoy is a powerful tool.

I’m intrigued by the format! The design notes are also great for revealing your intent and process.

A Twine game! I don’t have much experience with Twine, but this was pretty fun for me to explore all the way through (I might have missed a couple pages, but hit nearly all of them). I like the openended nature of many of the responses, where its up to the players to decide whether they satisfy the conditions for continuing or not. Growing up reading Lone Wolf books, I often cheated when it asked me whether I had X item (acquired in some book I hadn’t read), but I suspect that playing with other players would give you more accountability :) There were a bunch of little things that I really liked: the crows bringing you quests from your neighbors was great, for example (though it wasn’t critical to get quests that way). Also the astrology deck of cards and the Queen of Paths were terrific. I can imagine that a more robust and developed version of this game would be very fun, especially playing it with young people.

Critical Feedback
-----------------
The fact that it can be played alone disappoints me, somehow - like an admission that the inter-player interactivity isn’t very important after all.

After I completed a quest, it brought me back to the intro screen rather than the house, but that’s probably an easy game to fix. This game is great but it feels like there could be a slightly more robust game hiding just below the surface, depending on what the designer wants to do with it. For example, in addition to sometimes asking the players to come up with their own solutions, different parts of the game could ask players to actually do things around their house or their neighborhood. What if “learning medicine” involved putting together or restocking the house’s first aid kit? What if honing your wilderness skills actually involved honing your wilderness skills? (Mayeb this is just the Boy Scout in me.) Seems like there could be a lot of practical and (arguably) fun activities that could be incorperated into this, especially for children and families playing together. But there’s no reason the designer necessarily needs to head in that direction. Developing the game along its current lines is already interesting and worthwhile. My only other criticism involves, well, judging this game by the standards of other Twine games, some of which are very intense and innovative. By Game Chef ’s standards, using Twine in the first place is different and interesting, but I’m more unsure about how to judge this in respect to other Twine projects, since I haven’t really played enough of them to have a sense of how this stands up.